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1. SUBURBS ZONE 


This document will describe the Suburbs zone in some detail, describing the 
various districts and points of interest in the Suburbs along with establishing the 
tones and themes in each of the districts. 
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1.1. OVERVIEW 


Lying between the hustle-and-bustle of Downtown and the unchecked 
backwoods of the Wilds lies the Suburbs, a collection of happy 
residential neighborhoods with only the occasional giant pirate ship or 
runaway robot tearing through it; nothing unusual. 


Though the Suburbs is largely peaceful, since Lord Fuse arrived, things 
have changed. There are monsters in many of the homes and 
neighborhoods. They have infected more than a few blocks, and you 
never know if one is lurking behind a bush or in someone's backyard. 
Regardless, in comparison to the Wilds and Downtown, Fuse's threat is 
not fully realized here. The characters have started to take action 
against the threats, organizing defensives, hitting infestations before 
they can take hold and trying to stop the spread of those areas already 
infected. This is where they live, after all! (More sinister, though, are the 
infected areas that remain hidden to the players...for now.) 


This zone is home to many of the CN characters and is the first zone 
the players come to after the tutorial. As such, the players are in a much 
more directed experience as they explore this zone and delve into the 
more intricate aspects of game play, including environmental puzzles 
and getting their first Nanos. To players who are most familiar with the 
shows, the Suburbs will be very recognizable. At the same time, it will 
be obvious that Fuse is on their doorstep, denoting the impending peril. 


1.2. MAJOR DISTRICTS 


The Suburbs is 5 square kilometers in area, divided into three zones; 
Outskirts (closest to Downtown), Residential and Summerland. 


1.2.1. OUTSKIRTS (BILLY & MANDY/GYM PARTNER) 


The Outskirts is the transition area between Downtown and the 
Suburbs. It is an older area, with a mixture of small homes, some 
storefronts and a few apartment buildings. The streets and homes here 
are not as well landscaped or cared for. Some blocks may even be a bit 
scary. This district is the home of Billy and Mandy and the location of 
their neighborhood of Endsville. 
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1.2.2. RESIDENTIAL DISTRICT (KND/PPG/DEXTER) 


This area is where many of the CN characters live. When the players 
leave the tutorial, they will be directed to a few CN NPCs to get more 
information about playing the game and to initiate their first Nano 
quests. This district is home to the KND and PPG, some Dexter 
characters, and contains the neighborhoods of Sector V and Pokey 
Oaks. It also is home to the Ed’s Cul-de-Sac, though their place borders 
on Summerland. 


1.2.3. SUMMERLAND (EDS/FOSTER’S) 


Summerland is the less developed area of the Suburbs, serving as a 
transition to the Wilds. There are few roads and even fewer homes. 
Those that exist may be old rambling farm houses, partially completed 
new residential construction, overgrown fields and so forth. Before the 
invasion, it was a great place for kids to explore and play in, far from 
adult supervision. Now it’s a bit more dangerous, as Fuse’s minions are 
working long and hard to infect and convert the place. Foster's Home for 
Imaginary Friends is located here, as well as the Kanker Sister's trailer 
park (Ed, Edd n Eddy), Goat's junkyard (Megas XLR), half finished (or 
abandoned) homes, a golf course, and a lake/swimming hole. 


The tone of this district should be adventurous. Before Fuse invaded, 
the characters would sneak into the Summerland without parental 
permission, so there should be an "anything goes" vibe to the place, 
with perhaps a hint of danger and excitement. 


1.3. ENVIRONMENTAL PUZZLES 


The environmental puzzles should be conceived as environments in the 
game that Lord Fuse has distorted as part of his scheme to absorb the 
planet. To start the conversion process, various devices have to be 
placed on a building or area and "fueled" by different power sources. 
Once enough of these devices are functioning, the original environment 
starts to deform. At a certain point, the conversion is successful and 
Fuse gains a foothold on our planet, making that environment a source 
of infection that will grow if left unchecked. 
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It is up to the players to enter these environments and stop them from 
expanding. They do this by completing quests within the environments 
and by collecting “shinies” or items that the monsters use to spread the 
infection. 


In general, the Suburbs will show fewer signs of infection than the other 
zones in the game, particularly in the residential areas, which must feel 
safer to new players. There are twelve different Environmental Puzzles 
in this zone. 


1.4. ZONE TRANSPORTATION 


In addition to traveling on foot, or by vehicle/mount, players can elect to 
travel on an environmental puzzle between areas in the zone. This will 
not only move players quickly from one district in the zone to another, it 
will also reward them. 


The transportation system/environmental puzzle in the Suburbs is much 
like the Skateway from Downtown, but in this case, it is an underground 
labyrinth of sewers. Like the Skateway, the sewers are being used and 
converted by Fuse’s minions, making it dangerous as well as fun. 


1.5. ART DIRECTION 


The suburban sprawl surrounding the city is the setting of most of our 
properties. Since our Suburbs will be the merger of divergent styles 
(Downtown and the Wilds), we will need to be sensitive to the palette 
and architecture of our shows while still updating them to fit our futuristic 
environment. 


Based on a standard grid layout, the various neighborhoods of our 
different shows should be evenly spaced throughout to provide familiar 
and interesting landmarks regularly. (Note that we want to avoid 
concentrating these landmarks too heavily in one particular area.) 
Interspersed throughout should be park areas, gas stations, small store 
fronts or other structures commonly seen in a suburban locale. 
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1.5.1. ARCHITECTURE 


The architecture found throughout the suburbs will vary somewhat by 
area. The Outskirts will have a harder edge of simple houses mixed with 
more urban structures. The residential area will be divided. Sector V’s 
homes will be more repetitive while Townsville/Pokey Oaks homes will 
be more varied in influences. Overall our structures here should be 
given a modern feel to help match the Downtown zone it is connected 
to. More traditional materials, such as wood and brick, will be used 
alongside newer materials to help soften the sleeker edges found 
Downtown. Additionally, the palette will tend towards softer, warmer 
colors. The shape of the homes should be an updated version of 
mid-century modern in the style of Phillip Johnson, Richard Neutra and 
Frank Lloyd Wright. The update should include the use of new materials 
and inclusion of some of the technology seen in the city (a satellite dish, 
for instance, or a futuristic car in the driveway). Even the more 
traditional homes of our characters will be slightly reinterpreted through 
this lens. Pools can be included in places to add more kinetic potential. 


The houses should be fairly evenly spaced with small yards and lawns 
featuring well-groomed plants (except in locations like the Kanker’s 
trailer park or parts of the Outskirts, which can be overgrown). In the 
Outskirts, the quality of the landscaping is more erratic, with things like 
multiple TV antennas, unsightly fire hydrants, or the odd billboard or 
“For Sale” sign in a vacant lot poking up here and there. 
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1.5.2. TECHNOLOGY 


While technology is not the dominant aspect of the Suburbs, its 
applications here should reflect the same level of design and 
advancement seen in the city. A greater concentration of this can be 
found in the Outskirts and much less in the Summerlands. However, 
more consideration should be given to make it aesthetically pleasing 
and blend in with the surrounding spaces in the residential areas. In 
general, glaring intrusions such as power lines cluttering the horizon 
should be avoided, instead favoring technological applications that 
provide some of the same potential for kinetic motion as seen in the city. 
One example might be a moving sidewalk in a more heavily-populated 
area, such as outside a school or mall. 


1.5.3. FLORA 


Bushes and trees should be abundant throughout the Suburbs. Shrubs 
and gardens may line the sides of homes, with trees regularly 
decorating the yards and lawns. Plant-life should seem abundant and 
well-kept throughout the neighborhoods but become more unruly and 
less landscaped in the Summerlands. 


1.5.4. SHOW LOCATIONS 


The Suburbs are littered with the homes of our stars -- these should be 
evenly spaced throughout this sprawling zone. The names of the 
individual cities of the shows (Townsville/Pokey Oaks, Endsville, etc.) 
can be used instead to name streets, neighborhoods and/or landmarks 
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(ex: Endsville Cemetery). Even the more conventional homes and 
buildings, such as Pokey Oaks, can be updated slightly to fit in with the 
more modern architecture of our Suburbs. 
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2. THE OUTSKIRTS DISTRICT 


This section details the Outskirts district of the Suburbs zone, giving information 
about the overall feel of the district, what players can expect to do here, and 
points of interest that players will find in the district. 
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2.1. OVERVIEW 


The Outskirts lies directly adjacent to the Downtown zone, reflecting an 
architectural transition from that zone to the suburbs proper and the 
residences that lie within. We should have a mixture of small apartment 
complexes, humble dwellings, vacant lots and shabby stores. As we 
begin to transition to the nicer Residential district, the Outskirts may 
begin to reflect a more "cared for" feel. 


Because this district is home to Billy and Mandy's Endsville, we must 
introduce an element of the macabre (think: Tim Burton). The feeling of 
dread is compounded by Fuse's presence spilling over from Downtown, 
adding to the less than pristine look of the overall district. This is 
definitely the “wrong side of the tracks.” 


Lord Fuse’s minions are running wild in this District, much more so than 
in the Residential District. They have completely overtaken the schools 
and the shops, producing the resulting chaos that one would expect. 


The sound in the Outskirts district is heavily tied to various Cartoon 
Network musical themes, but there should be an added element of the 
mechanical to reflect the industrial atmosphere. 


2.2. WALKTHROUGH 


Leeroy heads out of Downtown to the 
Outskirts. He has won enough points that he 
wants to spend some of them on Better 
Basher gum. He knows an NPC vendor near 
the mall that has some every once in a while. 
He strolls between the boxish warehouses, 
such as the Rainbow Monkey Toy Workshop 
and the Jawbreaker Factory. Signs of -x 
industry are all around, such as pipes ` 
protruding from a side of one of the factories 
and bending towards the ground. They form 
a stairway to the roof, and Leeroy makes a 
mental note to explore this later. 
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Leeroy passes a row of homes just beyond the warehouses. A sign 
marking the neighborhood of Endsville stands at this end of the street. 
Most of the homes have aluminum fences, and lawn toys dot a few of 
the yards. Not too far down the road, he can see Mandy swinging a bat 
to fend off monsters that have taken residence in her domain. Just 
behind another home stands a large nuclear plant, its cooling towers 
oozing slime and billowing smoke. As if the cooling towers didn’t draw 
enough attention, Leeroy notices Fuse’s mark upon them. 





Proceeding towards the mall, Leeroy passes Charles 
Darwin Middle School. Large vines and branches 
extend from its surface. A canopy of trees extrude 
from its roof. But some of the branches are gnarled 
and blackened, as trails of ooze stretch from the 
heights. Leeroy spots a couple of other players out in 
front. They look a bit worse for wear; their Nanos are 
panting and hunched over as if exhausted. 





"What's up?” Leeroy asks. 
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“We just took a beating,” says one of the other players. “How about 
grouping with us to see if we can take out some of Fuse’s baddies 
inside the school? We could use the help.” 


Just ahead he spots an open manhole where other players are popping 
in and out every few seconds, marking one of the entrances to the 
sewers and the quickest route to the mall. Leeroy thinks for a moment 
and decides. The Better Basher gum can wait...for now. 


2.3. POINTS OF INTEREST 


2.3.1. BILLY'S HOUSE 


Billy's house (The Grim Adventures of Billy and Mandy), a conventional 
single family dwelling with an aluminum fence, sits on a small plot in the 
neighborhood of Endsville. It is oddly located near a nuclear power 
plant, and features a dead tree ("The Taking Tree") in the front yard. 
The area is infested with monsters, and not just the ones working for 
Lord Fuse! Disciples of the macabre are commonplace here, though 
they are now allies in the battle against Fuse (not enemies). 





2.3.2. MANDY'S HOUSE 


Mandy's house, more modern in its architecture, is located directly 
across the street from Billy's house. Mandy is out in front, standing 
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guard with Saliva, her dog (his dog house is around back, and could 
contain hidden items). She is surrounded by a pile of dissolving and 
defeated monsters. 


2.3.3. CHARLES DARWIN MIDDLE SCHOOL (ENVIRONMENTAL 
PUZZLE) 


The Outskirts also contains Charles Darwin Middle School from My 
Gym Partner Is a Monkey. Designed for animals instead of humans, 
signs around the school mark animal crossings instead of children 
crossings. Animals walking upright and wearing human clothing would 
be acommon sight. The school itself is a multi-storied square building, 
covered in vines and other signs of natural overgrowth. Darwin has 
been invaded by Fuse, and its interior provides a rich location for 
environmental puzzles. The jungle-themed halls have been transformed 
into a wild mix of swinging vines and school gym equipment. Players 
may also encounter twisted versions of the students and faculty. 
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2.3.4. NUCLEAR POWER PLANT (ENVIRONMENTAL PUZZLE) 


The nuclear power plant (visible from Billy’s house) has been taken over 
by Lord Fuse’s minions. This is a dangerous dungeon, one full of 
radioactive monsters and Fusions. 


2.3.5. OLD MALL/SHOPPING CENTER (ENVIRONMENTAL PUZZLE) 


Much like the movie Dawn of the Dead, the businesses in this old mall 
have been taken over by the monsters...and they are determined not to 
give it up. This mall can include small interior spaces like a bowling 
alley, a pizza parlor and an arcade with a maze-like interior of machines 
(none functional). This shopping center should also include Malph’s, the 
grocery store from The Powerpuff Girls. 


2.3.6. GRAVEYARD (ENVIRONMENTAL PUZZLE) 


In keeping with Billy and Mandy’s spooky theme, an old (and not 
well-maintained) cemetery awaits the exploration of brave players. 
Many of the ghosts have been run out and replaced by Fuse’s minions. 
Those that remain are available for quest giving. (These spooks could 
be forgotten characters from our Hanna-Barbera vault.) 
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3. THE RESIDENTIAL DISTRICT 


This section details the Residential district of the Suburbs zone, giving 
information about the overall feel of the district, what players can expect to do 
here, and points of interest that players will find in the district. 
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3.1. OVERVIEW 


This is the district where many of the Cartoon Network Characters lived 
(and continue to live) before Fuse invaded. Of all the districts in all the 
zones, this is the district that should be the most reminiscent of the 
programming. Additionally, this district must also accurately reflect the 
current situation to our players. It must be clear, through visual 
representation, that Fuse's threat is real. Even though he has yet to 
grab a serious foothold here, it's definitely not for lack of trying. 


This district is a balanced mix of small interior and exterior hunting 
areas, with a smattering of environmental puzzles. Though mostly 
comprised of homes, we may also want to break up the monotony with 
the occasional school (Pokey Oaks), store front or community center. It 
is extremely important that this area remains visually dynamic while still 
feeling like a true suburb (which is often a very homogenous 
environment). Row upon row of residential homes is not adequate. 


After players create their character, this is the first area they enter to 
continue their tutorial. Players will be directed to a limited number of 
NPCs to obtain their first quests, although they can choose to strike out 
on their own if they so desire. However, through quests, players will 
discover more about the game and the depth of the game’s systems 
and activities. As a result, the world design for this district must present 
the player with a slowly escalating challenge, like the newbie zones in 
World of Warcraft or starting islands in EverQuest II. 


3.2. WALKTHROUGH 


Having a spare hour before bedtime, Leeroy decides to jump into the 
game and head towards the Residential district of the Suburbs. Using 
the KND S.H.U.T.T.L.E. from Downtown, Leeroy finds himself in the 
Suburbs in no time. 


The S.H.U.T.T.L.E. has placed him in front of a neighborhood sign. A 
wooden plank with the words “Sector V” painted upon it has obscured 
the original name. Leeroy looks up to see the familiar KND tree house 
rising above him and stretching up into the clouds. He remembers 
marveling at it when he played the game for the very first time. 
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Using the tree as a landmark, Leeroy orients himself and proceeds 
down the block. Spotting a nearby gnomish looking monster, Leeroy 
takes a few seconds to dispose of it with relative ease, taking note of 
how much he has improved. 


Walking a few blocks, Leeroy notices the uniformity of the homes 
throughout the area surrounding the tree house. Here and there, he 
spots a few scattered homes with a strange look. Their paint seems 


darker and the grass surrounding them is black with a rising green mist. 


Slime obscures the windows, and Fuse’s mark, etched into the rooftop, 
glows menacingly. Other players take on the monsters nearby, who are 
still plentiful even though this is one of the zone's safer areas. 





A block later, Leeroy notices the architecture changing. The homes 
seem a little more varied and better landscaped. On his left, he sees a 
familiar site, a modern angular home with a white facade. Three 
elliptical windows mark the second story bedroom. He must have 
missed the sign, but the familiar tune of the theme song that comes 
through Leeroy's headphones verifies that he's found his way to Pokey 
Oaks and the home of Professor Utonium and the Powerpuff Girls. 
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He heads towards the entrance, mustard gun at the ready and loaded 
with super sticky Honey Mustard ammo. Better safe than sorry. He 
checks his Nanos and pulls the door open. The living room looks fairly 
normal, except for another player character standing in the center of the 
room, surrounded by Octi Monsters!! Her Nanos are exhausted and 
she’s low on health. Time to get to work. 


3.3. POINTS OF INTEREST 


Players will find homes from many noteworthy shows in the Residential 
district, including Codename: Kids Next Door, Dexter’s Laboratory, The 
Powerpuff Girls and Ed, Edd n Eddy. Each show will be treated as its 
own neighborhood, including Sector V, Dexter’s house, Pokey Oaks (or 
Townsville) and the Cul-de-Sac. These locations will be very familiar to 
fans of the network. Generally speaking, most of the houses are low 
difficultly hunting locations. Monsters inhabit the surrounding areas as 
well as some of the interiors. 


3.3.1. KND TREE HOUSE/SECTOR V 


The KND's tree house is the most prominent feature in this section of 
the zone. Seeming to extrude from the center of a two-story home, the 
entrance is accessible from the rear, where an elevator awaits to take 
players inside. All technology here is replaced by the 2x4 tech used by 
the KND, cobbled together from ordinary items but able to accomplish 
extraordinary things. The floors and walls of the tree house will be 
composed completely of wooden planks and found objects. 


Other player services will be available near the tree house, including a 
first aid station (to recover from being knocked out) and a transportation 
hub. Players may descend into the extensive sewer system and travel 
to the various outlying districts of the Suburbs. Because the tree house 
is the zone's primary navigational landmark, and an important player 
service area, it should be located as close to the middle of the zone as 
possible. 

Depending on the art budget, we might want to add the individual 
homes of the main operatives in the area surrounding the tree house. 
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3.3.2. STICKYBEARD'S SHIP (ENVIRONMENTAL PUZZLE) 


Not far from the tree house is a massive land-traveling pirate ship, lying 
at the end of a huge trench. This is the vessel of Stickybeard and his 
candy-grubbing pirates. Though appearing like a common pirate ship, it 
is strictly used to travel through neighborhoods to steal children's candy, 
which is stored in the ship's cargo hold. 





3.3.3. DEXTER'S HOUSE 


One small suburban street of small two-story structures will feature the 
house from Dexter's Laboratory. However, since Dexter has moved 
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himself and his parents to the science district in Downtown, Dee Dee 
has taken over the house. Though still recognizable, it is now painted 
bright pink with rainbows and unicorns. (A large satellite dish on the roof 
and a rear hangar door for spacecraft remain, at some point previously 
installed by Dexter.) Dee Dee has also taken over a small portion of 
Dexter's original lab, and Computer, Dexter's virtual assistant, is not too 
happy about it. 








Inside, the décor is much the same. Dee Dee is available for quests, 
with Lee Lee and Mee Mee also about. Even Dexter's Lab has had a 
complete makeover, much to Computer's dismay. Fortunately, most of 
the equipment has been powered down, and Dee Dee has been 
reluctant to venture too deep into the lab due to the scary noises she 
has heard coming from below. We imagine that players will ultimately be 
asked to access the inner lab as part of a quest at a later date. (We 
would like to set up the idea that Fuse’s minions have been able to 
secretly infiltrate the lower levels of the lab, using the tunnel from 
Mandark’s house next door.) 


Dexter’s lab is essentially hidden in the walls of his home and 
assumedly continues under ground. For plot purposes, there is no set 
area, and an infinite amount of rooms can be added as necessary. 


Everything in the lab is technology-driven, so the base walls would be 
comprised of metal, circuitry, electric panels, etc. Doors would vary but 
remain very sci-fi in nature (i.e. heavy metal sliding doors, photo-shutter 
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doors). Robotic and experimental equipment (Bunsen burners and the 
like) would be everywhere. No windows to the outside will be present. 





Accessible from Dexter’s Lab is an underground tunnel that connects it 
to neighbor/rival Mandark’s lab. The tunnel itself should look like it was 
drilled through the dirt (see episode: “Over Labbing”). Perhaps 
composed of only one or two rooms, Mandark’s lab would mirror 
Dexter's but carry a much more sinister feel, with sharper angles and a 
darker palette. It is possible that Mandark’s lab has also been overrun 
with Fuse's creatures. 


3.3.4. MANDARK'S HOUSE (ENVIRONMENTAL PUZZLE) 


Next door to Dexter's house, and just as non-descript, is Mandark's 
home. Instead of the giant dish, Mandark's property is marked by the 
inclusion of menacing-looking structures in the backyard, composed of 
black spiky towers and odd shapes. Since Mandark has also moved 
Downtown, these assemblies are in various states of disrepair. The yard 
can be used as a hunting area or for a very interesting environmental 
puzzle connecting Dexter's plot with Mandark's. 


Mandark's parents, two hippies, still live here, along with Mandark's 
sister, Olga. The house’s interior is a typical “hippie” household. Potted 
plants, beaded curtains and bright colors all reflect his parents’ more 
eclectic tastes. 
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Mandark's lab and Dexter's lab are connected by underground tunnels. 
This gives us the opportunity to create an expanded interior dungeon, 
while also explaining how Fuse was able to infiltrate Dexter's Lab. 


3.3.5. PPG/PROF. UTONIUM'S HOUSE 


Traveling to the Pokey Oaks neighborhood, players will find the home of 
Professor Utonium and the Powerpuff Girls (easily identifiable by its 
white facade and three elliptical windows). While the Girls still live here, 
Professor Utonium spends most of his time at the Command Post in the 
park. The interior has a very mid-century modern feel (think: space-age 
bachelor pad). A door by the entrance leads to Utonium's basement 
laboratory. A door on the second floor leads to the Girls’ room, which 
features three heart-shaped beds, a collection of stuffed animals and 
the Mayor's hotline phone. The monsters here reflect the personalities 
of the three girls. Fuse's flunkies may have also been able to make their 
way down to Utonium's lab, creating scientific monstrosities. 








3.3.6. POKEY OAKS JUNIOR HIGH (ENVIRONMENTAL PUZZLE) 


Also part of the PPG world (but updated for our purposes) is Pokey 
Oaks Junior High (based on the kindergarten that the Girls attend on the 
show), a small, flat building with an adjacent playground. The school 
has been invaded and the place is in shambles. Fuse's monsters roam 
the halls and classrooms. Each is a deadly physical manifestation of an 
academic object or activity, such as a paper slicer from art class that 
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threatens to cut players in two. Additionally, we can create a cool 
environmental puzzle using the playground as a twisted setting. 


3.3.7. THE CUL-DE-SAC 


At the edge of the residential area, lying on the border of Summerland, 
is the Ed’s Cul-de-Sac (Ed, Edd n Eddy). The colors of the homes here 
are bright and summery. Technology should not be dominant, as the 
Eds are known for assembling throwaway items into fantastical 
creations that they then use to try to extract change from the pockets of 
their neighbors. (Note that the Eds do not have nearly the sophistication 
of the KND in this regard.) The backyards are surrounded by wooden 
fences, beyond which lies a burbling creek. One home (Rolf’s) features 
a small garden and a series of animal pens. Visible just beyond the 
creek (in Summerland) should be a small trailer park. 
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Far from the front lines, the Eds are nonetheless doing their part. Being 
the enterprising dudes that they are, they have created a "fortress" 
made of cardboard and scrap wood. It is strangely effective, keeping the 
Cul-de-Sac safe from Fuse, at least for now. 
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Ed (the big guy) will not be present here, as he has relocated to the 
treetop village in the Jungle district of the Wilds. 


3.3.8. TOWN SQUARE 


Anchoring this district is a small town square. Typical of an American 
small town, with a grassy plaza and surrounded by small stores, the 
Town Square should reflect a commingling of all the above properties 
as best as possible. As this is a centralized location of the various 
neighborhoods, Fuse has not had as much success invading here, 
although some of the stores may be overrun with smaller and/or weaker 
monsters, a la Gremlins. In the center of the square, players will find 
statues of older CN characters, a nod to our historic past. 
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4. THE SUMMERLAND DISTRICT 


This section details the Summerland district of the Suburbs zone, giving 
information about the overall feel of the district, what players can expect to do 
here, and points of interest that players will find in the district. 
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4.1. OVERVIEW 


At the edges of the Suburbs, before entering the Wilds, players will find 
the old Victrorian mansion that is Foster's Home for Imaginary Friends, 
the salvage yard featuring Megas and the Kanker Sisters’ trailer park. 
These areas and more are ready for exploration. 


Homes are few and far between in Summerland. This is the edge of 
Downtown's suburban sprawl -- not yet the country, though not fully 
developed, either. As players leave the Residential district, paved 
streets give way to dirt roads and carefully plotted lawns turn 
themselves over to the unpredictability of Mother Nature. Wide open 
spaces are the norm, with a golf course and a swimming hole offering 
excellent play spaces. Our “futuristic” technology is still present here, 
but much less the norm and harder to spot than in the rest of the 
Suburbs. 


The sound in this district is more country and twangy. It serves as a 
transition into the Wilds. Players will find themselves sneaking into 
places, with few wandering NPCs about to catch them, and as such the 
music may have a playful, “smartypants” aspect to it as well. 


Summerland is about 2 square kilometers and mostly open. 


4.2. WALKTHROUGH 


Leeroy logs in. It's Saturday afternoon, and he has time to kill before 
going to his friend’s birthday party. Immediately, his new friend, KittyKat, 
sends him a message: “Hey, Leeroy! Come to the salvage yard with us!” 


“Sweet! On my way!” 


Using the sewer system, Leeroy surfs through the pipes and rides a 
wave out of the large storm drain exit in the Summerlands. The 
surrounding area seems wide and open with a few houses scattered in 
the distance and trees littered throughout. A space where new homes 
are being built stands nearby, but players are cleverly using it as an 
area to climb, leap and skateboard up and down ramps. 
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Taking a second to look around, Leeroy sees the Hookslice golf course 
just behind him. Obviously invaded, the normally serene greens and 
fairways have risen, forming large, pancake-like islands in the sky. 
Players are jumping in carts and driving through the enlarged holes to 
get to the lower levels. . 





Heading away from the golf course, Leeroy spots the rising spires of 
Foster’s Home for Imaginary Friends in the distance. The surrounding 
grounds seem even more fantastical. Taking a slight left, Leeroy 
suddenly finds Goat’s Junkyard. Beyond the shoddy wooden fence, the 
huge figure of Megas can be seen sitting in the center of the rolling hills 
of scrap metal. One of Fuse’s engines pulses upon the robot's chest, as 
platforms made of scrap metal, old refrigerators and compressed cars 
float mystically in the green-tinted air around him. Goo cakes Megas’ 
shell in various spots, further cementing him in place. Leeroy heads 
towards the entrance and spots KittyKat. 
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"Good! You're here just in time!” 


She leads him towards Megas’ owner, Coop, standing near a futuristic 
vehicle propped up on cinderblocks. Together they size up the 
challenge and head inside. 


4.3. POINTS OF INTEREST 


The Summerland district of the Suburbs contains those places that are 
either undeveloped or simply too large to be sustainable in either the 
Residential district or the Outskirts. Like in the other parts of the zone, 
each of these locations accommodates a number of Fuse’s monsters. 
Themed to their corresponding locale, these creatures inhabit both the 
open environs as well as a few interior spaces. 


4.3.1. SALVAGE YARD (ENVIRONMENTAL PUZZLE) 


A focal point for the sector, Megas XLR's salvage yard is part Junkyard 
Wars, part Vegas sign salvage yard. The yard's central icon is the giant 
robot, Megas. Having fallen victim to Fuse's monsters when left 
unattended, Megas is confined by strands of fusion matter buried under 
metal junk and assorted items. Coop, his owner, is still trying to dig him 
out, without much luck. 
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4.3.2. FOSTER’S HOME FOR IMAGINARY FRIENDS 
(ENVIRONMENTAL PUZZLE) 


The most famous site in Summerland is Foster’s Home for Imaginary 
Friends, from the show of the same name. This Victorian mansion, both 
stately and peculiar at the same time, should remain true to its portrayal 
on the show. Its exterior remains littered with windows, balconies and 
turrets. The interior should also maintain the madcap yet intricate details 
and washes of color which vary from room to room. Though odd and 
somewhat ramshackle, Foster’s is fun to explore, with a rich sense of 
history to go with it. 





Like Dexter's Lab, the interior of Foster's is largely undefined. Though 
the rooms are many, a portion of the house has been blocked off by Mr. 
Herriman (surely this is Bloo's fault) that eventually will be opened up to 
a full-scale interior zone. The layout both inside and out should be used 
to maximize the inclusion of environmental puzzles. 


The plant life surrounding the home should be as wild as the characters 
living within. A confounding hedge maze made of tall bushes winds its 
way through the backyard, featuring marble statues of our Foster's 
NPCs (think: the Boboli Gardens in Florence). A garden of topiaries like 
the one in Edward Scissorhands looms nearby. Also in the back of the 
house lies the Extremeasaur cage, which is where “bad” imaginary 
friends are imprisoned. These friends are essentially monsters, and may 
be corrupted by Fuse’s forces to be used at their evil whim. 
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Though players will certainly run into the cast of familiar imaginary 
friends, they will also have to face their bizarre and twisted versions 
thanks to Lord Fuse. (We will not see the friends created by Lord Fuse’s 
monsters, since it is obvious these creatures have no imaginations 
whatsoever.) 


4.3.3. PARK-N-FLUSH TRAILER PARK 


This is a typical American trailer park, located just beyond the fence and 
over the creek from the Cul-de-Sac. Littered with spare car parts, 
clotheslines and kiddie pools, the central trailer serves as home for the 
Eds’ rivals, the Kanker Sisters (Lee, May and Marie). The Kankers have 
been working on a giant Trojan Horse (to be launched via catapult) so 
they can get inside the Eds’ fortress. Unfortunately, the monsters 
roaming about keep sabotaging their plans, taking the girls’ raw 
materials and transforming into twisted versions of medieval weaponry. 


4.3.4. SWIMMING HOLE (ENVIRONMENTAL PUZZLE) 


The swimming hole is actually in an abandoned gravel pit. There is a 
sign that says "No Trespassing" and a fence with a large hole in it. 
Players may “sneak” through the fence into the gravel pit, where the 
swimming hole awaits them. Like Leaky Lake, the swimming hole has 
been infected by Fuse, but just not as badly. Players will be able to leap 
from tire swings and dive for hidden treasures beneath the surface 
(assuming characters can swim). 
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4.3.5. HOUSING DEVELOPMENT 


Here, players can find various single family residences partially 
constructed, with light construction equipment sitting nearby. Piles of 
sand, cinderblocks, wood and other construction material can be found 
here. Large holes in the earth (foundations for the homes) are ripe for 
exploration. An excellent location for skating, platforming or building an 
environmental puzzle. 


4.3.6. HOOKSLICE COUNTRY CLUB (ENVIRONMENTAL PUZZLE) 


A not-terribly-upscale private golf course that lies just beyond the 
entrance to Summerland. Fuse has infected this area rather severely, 
with fairways that ripple with quicksand and putting greens that hover 
high in the air above. Players can traverse this bizarre environment on 
foot or in a golf cart. 
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